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Abstract
The purpose of our research was to elaborate a technique for developing gaming skills for parents raising young children. To 
achieve this goal we concretized the concept of "parents’ gaming skills"; defined a list of skills that ensure the development of 
gaming activities in children at the early childhood stage; worked out a system of criteria and indicators to assess the level of 
development of parents’ gaming skills and defined the means, basic forms and stages of developing parents’ gaming skills. 
The methods were successfully tested at the Ural Center for Additional Education and proved to be effective.
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1. Introduction
Games are known to be highly significant for a child's personality development. They are not only pre-school 
children’ leading activity, but also a natural form of teaching children [1]. At the same time, a game does not 
come by itself, nor does a child invent it. According to A.V. Zaporozhets [2], D.B. Elkonin [3], a game activity is 
given by adults teaching the child to play and introduces him or her to socially established ways of a game action. 
Game activities begin to evolve actively in early childhood and its basic elements formed in this period will have 
an impact on the success of game development in the future. 
The leading role in the early age educational process belongs to parents. Their competent behaviour geared
towards the interests of their child's developing personality is the basis for future success. At the same time, as 
Smirnov [4] indicates, adults do not always possess the skills enabling them to organize game interaction with 
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children. In this regard, there is a contradiction between the need for developing children’s gaming activities at an 
early age, and the unpreparedness of a significant number of parents to fulfil this role. This contradiction has 
defined the purpose of our research – to elaborate a methodology for developing gaming skills in parents rearing 
young children.
The recent decades have seen pedagogical studies focus on the issues of developing educators' gaming position 
(N.P. Anikeeva, V.O. Notman, A.I. Timonin, etc.).  The gaming position is a complex entity, the main constituent 
element of which is a caregiver’s gaming experience, which is construed to mean a set of practically mastered 
skills for operating game elements [5, 6]. The importance of the issue of developing an educator's gaming skills is 
raised in the manual by N.Y. Mikhailenko and N.A. Korotkova [7] so popular among practitioners. The book 
asserts that a caregiver cannot teach children to play unless he or she does not know "game literacy", "game 
culture".   
Based on the analysis of the concepts "skill", "pedagogical skills" and the study of the essence of children’s 
gaming activities, we came to the conclusion that under the term of parents’ gaming skills we should understand 
a set of methods of action based on theoretical knowledge enabling parents to create an imaginary (describable) 
situation and develop it together with their children.     
In mastering a game activity a younger child gradually learns conditional actions with toys and its substitute 
objects and makes the first steps towards the adoption of role behavior as well. The parent thus fulfills the role of 
an adult partner who demonstrates a working example with the substitute object, and creates conditions for 
further natural development of the child's play [8]. In this regard we identified the following skills in the structure 
of the game skills for parents raising young children: to offer a game that meets the needs of the child and the 
situation,  to select toys and substitute objects, to take up the role and conduct a role action, to carry on a role  
dialogue. 
To assess the level of development of parents’ reproductive, productive and creative gaming skills we selected 
some criteria and indicators describing their performance [9]. When mastering gaming skills on a reproductive 
level, parents were able to play a game following the teacher’s direct instructions or studying the written 
recommendations. In choosing a game they were guided by their own capabilities or interests. The parents 
prepared themselves for conducting independent games, memorizing their parts, the sequence of their actions or 
recommendations referring to the text in the game, which resulted in a breach of contact with the child, and might 
lead to his loss of interest and interrupt the game. Parents may also find it difficult to choose the means to 
conduct a game. The lack of a costume or toys may cause failure of the gaming activities. 
When mastering gaming skills at the productive level the parents choose a game in line with their child’s
interests. Knowledge of a number of games, poems and nursery rhymes, different ways of attracting the child's 
attention allows them to diversify the game content, change its plot in the absence of recommended tools and 
reduce the time of preparation for the game. The ability to assume a role allows parents to animate puppets, toys 
and items and to support children's interest in the game for a long time. 
The creative level of their pronounced gaming skills gives parents complete freedom to prepare and conduct the 
game. In choosing games they take into account the situation and the child’s needs and develop his initiative. The 
knowledge of a large number of games, poems and nursery rhymes, a variety of ways of attracting the child’s 
attention allow them to organize the process of interaction quickly enough regardless of the environment, 
available resources and guidelines. The ability to transform into fairy-tale characters, to lead a dialogue role 
makes the process attractive to the child and holds his attention for a long time. To solve educational problems 
effectively the parents have an opportunity to rebuild the process according to the needs and interests of their 
child.
2. Method
To evaluate the level of development of parents’ gaming skills the following data collection methods were 
used - interviews, observation and conversation; a parametric technique to evaluate how effective the methods 
of developing parents’ game skills were; scaling and ranking methods for data processing.
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Parents’ gaming skills were diagnosed in three stages. During the first encounter with parents we asked three 
questions: How often do you play with your child? What kind of games do you play with your child? Do you 
have difficulties with your child's involvement in the game? 
At Stage 2 the parents were asked to choose one of five game options during a conversation with the teacher, 
they had to justify their choice, select the necessary materials and involve the child into play interaction. The 
information was fixed in the recorded conversation and in the observation checklist.
At Stage 3 another monitoring of the game of parents and children during the group lesson was held to 
improve the reliability of the data obtained. The parents were invited to play with their child in line with the 
teacher’s methodological recommendations. The mother was to attract her child's attention by getting him 
interested in it and hold the game while fulfilling the teacher's task at the same time. The teacher prepared
didactical materials, toys, tools and equipment. The parents were to bring additional means during the game. 
There were some differences in the observation checklist compared to the previous data.
3. Sample characteristics
To participate in the pilot search 40 dyads were chosen including children between the ages of one to three 
years and their mothers. The sample was 80% of the total number of parents and children willing to study in the 
early development group. They were selected according to the following features: the child’ mother was to be 
present at the lessons, she wasn’t supposed to have any pedagogical education or teaching experience, she had 
never been exposed to classes in the early development groups; the child wasn’t expected to have any distinct 
deviations in his health status, the children’s age was to range from 1 and 2.5 years.
The dyads selected were divided into four subgroups, each comprising 10 children and 10 parents. The first 
two groups included mothers and children in their second year and figured as Group A during the statistical data 
processing. The third and fourth sub-groups included children in their third year and their mothers, both figured
as Group B. 
4. Results and discussion
4.1. Results of the ascertaining stage of the experimental search work
The ascertaining phase of the experimental search work was carried out in September 2014. Let us consider 
the results of diagnostics in Group A. 
During the interviews with the mothers the following data was obtained. The distribution of answers to the 
question "How often do you play with your child?" was as follows: ‘I play a few times a day’ - 2 mothers, ‘I play 
daily’ - 10 mothers, ‘I sometimes play with my child’ - 8 mothers. When asked "What kind of games do you play 
with your child?" the following answers were given: 3 mothers named several kinds of games and spoke about 
them with interest, 8 mothers  mentioned several similar games, 9 mothers named 1-2 games or found it difficult 
to answer. When asked "Do you have difficulty with your child's involvement in the game?" 50% of the parents 
gave a positive answer. The analysis of the interview results demonstrated that 80% of the mothers did not have 
adequate knowledge about games to play with their kids on a creative level.
When talking with the parents in order to identify their reasons for choosing the game options the mothers’ 
answers were distributed as follows: 2 mothers focused on the child’s proximal zone development; 4 mothers 
chose to play according to the children’s age characteristics; 4 mothers focused primarily on their child’s interest; 
6 mothers chose "easier" games; 2 mothers chose games based on their own interest; 2 mothers were unable to 
explain their choices. During the monitoring of interaction between the parents and children in the games room 
and the parents’ performance of their tasks the following results were obtained. The level of the mothers’ gaming 
skills development corresponded to the reproductive level (50%), 40% of the mothers matched the productive 
level, 10% of the mothers displayed the creative level. The diagnostic data in group B differed insignificantly. 
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The results of the ascertaining stage of the experimental search work indicate that the level of game skills 
development in 40% of the mothers in group A and 45% of the mothers in Group B can be rated as reproductive. 
This may become a barrier for developing game activity in children and confirms the need for implementing a 
technique of parents’ game skills.
4.2. The results of the formative stage of experimental search work
To solve the above problem we elaborated a technique of developing game skills in parents raising young 
children. As a theoretical basis for our methods we selected an individual-activity approach, substantiating the 
need for developing the personality of parents and children in the process of creative activity [10]. The methods 
are based on the principles of development, consistency and cooperation. As major tools of working with parents 
we selected education and games. The main forms of work with parents were game training and game lessons. 
The methodology was implemented in the following three stages:  imitation (parents’ acquisition of gaming skills
during game training), organization (developing game skills in the course of games played with their child) and 
creativity (improving parents’ game skills with the participation of several children in the game).This method 
was expected to last 6 months.
The technique was tested in the 2014-2015 academic year in the early development group on the premises of 
the Ural Center for Additional Education in Yekaterinburg. The experimental search involved 40 dyads, 
including young children and their mothers. The statistical data pertaining to two Groups A and B was also 
processed.
When diagnosing the level of game skills development no methods of interviewing and conversations were 
used at the stage. Instead, a test was conducted to identify the parents’ knowledge in the field of organization of 
children’s gaming activities. The data was distributed as follows: a high level of knowledge was demonstrated by 
50% of the mothers in Group A and 45% of the mothers in Group B, an average level of knowledge was shown 
by 50% of the mothers in Group A and by 55% of the mothers in Group B.
The interaction between the parents and their children during the preparation and conduct of the gaming 
activities was monitored thrice. Their data was fixed in the observation checklist. 
The comparative analysis of the results of the initial and final measurements showed positive dynamics in the 
level of parents’ gaming skills development (Table 1).
Table 1. The level of parents’ gaming skills development
Level of parents’ 
gaming skills 
development
Group Ⱥ Group ȼ
Primary stage, % Final stage, % Primary stage, % Final stage, %
Creative 10 55 15 45
Productive 50 45 40 55
The level of all the mothers’ game skills in Group A and Group B was rated as productive or creative, which 
is essential for successful development of gaming activities in children.
4. Conclusion
Thus, a child's game activity starts to develop at an early age. The most important condition for successful 
development of children’s gaming activity is the participation of a near grown-up relative who acts as a partner in 
the gaming activity. Parents’ game skills being an integral part of an adult’s gaming positions allow them to 
operate basic game elements. Parents’ gaming skills are understood to imply a set of theory-based methods of 
action which allows them to create an imaginary (describable) situation and develop it together with children.
The structure of the game skills in parents bringing up young children is as follows: to offer a game in line with 
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the needs of the child and the situation, to select toys and substitute objects, to take the role and to keep role-
action, role-playing, to build up a role dialogue. 
Inadequate development of parents’ gaming skills is a barrier to the establishment of children's gaming activity. 
Parental gaming skills do not develop spontaneously as children grow up, which was proved during the 
ascertaining stage of the experimental search work. 40% of the mothers with two-year-old children and 45% of 
the mothers with tree-year-old children were diagnosed as having the reproductive level of parental gaming 
skills.
To solve the problems we developed a technique for promoting parents’ gaming skills. These methods were 
tested in the Ural Center for Additional Education in Yekaterinburg and proved their efficacy.
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